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CHRISTMAS is coming 

AND THE^ _ Mt ^ 

IS GETTING PHAT! 

Yep, the Sega Saturn's been available in Europe for around four months, but now 
is when things really start to hot up. Having already set the agenda with mind- 
boggling games like Virtua Fighter, Daytona USA and Panzer Dragoon, Sega are 
now going to unmask the true capabilities with the second generation of 
32-bit titles. Virtua Cop, Sega Rally, and perhaps the most eagerly awaited game 
ever, Virtua Fighter 2, are in the final stages of programming. The results, we can 
promise you, are going to be phenomenal. 

Of course, the isn't the only next generation console in the race. There 
are other gaming machines out there and each one of them has their own 
selection of fine titles. Once again it's an exciting time for the console industry as 
people ponder which machine to buy. 

So, do you buy a games machine with a range of impressive 3D games, or one 
created by the world's leading arcade manufacturer, featuring totally perfect 
conversions the world's most advanced, most exciting arcade games? 
C'mon, we've all made decisions harder than this... 
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The next generation of magazine for new generation games machine 
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OUT NOW 
NEXT MONTH 



DEBZinE 



SUPERSTAR SOCCER 82 

Konami's excellent footie title breathed life 
back into the flagging SNES last Christmas, 
and looks set to do the same to the 
Megadrive when it's released in January. We 
reveal the first screenshots and explain why 
it's going to blow FIFA out of the water and 
exactly what makes it so good. 



PREVIEW 



REVIEWS 

COOL SPOT GOES 
TO HOLLYWOOD 
MICRO MACHINES '91 
PREMIER MANAGER 
VEGTORMAN 
MARSUPILAMI 

MORTAL KOMBAT 3 
PLAYER'S GUIDE 



84 



90 



92 



All the finishing moves you could ever need, 
plus an endurance cheat and a code which 
allows you to play as the bosses. What more 
could you possibly want? 
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COVER STORY: 



VIRTUA FIGHTER 2 36 

If you thought the original Virtua Fighter was awesome, just wait until you see this! Virtua Fighter 2 is without 3 doubt, the most detailed, 
impressive and absolutely brilliant combat game we've ever seen, and we have a six page feature to prove it. Of course, if six pages of info 
isn't enough, you can always consult our SEGA SATURN MAGAZINE exclusive video for more proof! 



SHOWCASES 



FEATURES 



VIRTUA COP 



42 



As this brilliant arcade conversion nears completion, 
we take a look at the very latest versions from 
Japan, and have a quick chat with top programmers 
AM2 on how they put the game together. 



SSL 




CLOCKWORK KNIGHT 2 

Unlike the first toy travesty that was Clockwork 
Knight, this sequel is a visual feast from start to 
finish, and the gameplay is nigh-on amazing! I 
This four page feature takes every level in the 
game apart and ensures that you'll be clambering over yourselves to 
get a copy of it just as soon as it's released in November. 



SEGA RALLY SO 

in last month's SEGA MAGAZINE, we exclusively unveiled this 
title in a glorious six-page feature, and this month, we take an 
even deeper look at its development. This time, all the enemy 
cars are racing around, the Lakeside track is unveiled in all its 
glory, and there's even news of a superb two-player mode! 



TIME ATTACK COMPETITION 54 

Once again SEGA MAGAZINE readers will already be familiar with 
this compo, but if you haven't already entered, now's your chance. All 
you need is a copy of Daytona, a video recorder, and some lightning 
reflexes. Then simply record a top time, send it in to us and free 
Saturn games for a year could be yours! 



VIDEO CD/PHOTO CD 



56 



Although there's some first class games for the Saturn, it can be 
used for more than just gamesplaying, Yep, this month sees the 
■elease of the Video CD and the Saturn photo CD. We take a closer 
ook at these gadgets and via watching loads of film and music CDs 
and assess whether it's worth parting with the money to own one... 




ARCADE FEATURE 
INDY500 



[201 



Coming to an arcade near you soon, this racer could be 
just what every high-speed driving fan is after. We 
bring you news of every track and every car, plus loads 
of screenshots revealing every aspect of the gameplay. 
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video preview 



EXCLUSIVE SEGA SATURN VIDEO PREVIEW GUIDE! 




• The games shown on this tape are not finished and someare very, very 
i is only to be expected, and we thought that you'd rather see taw footage of forthcoming titles than 
fore they're finished. This is most evident on vlrtua Fighter 2, where the player's hits do not connect, . 



VIRTUA FIGHTER 2 



Without a doubt, THE most exciting game on the entire tape! The version 
filmed for SEGA SATURN MAGAZINE readers was flown in especially from 
Japan and provides the most up to date information on the game in the 
entire world. See for yourself the brilliant texture mapping on each of the 
characters and witness early character demos for a sneak preview of how the 
game was put together- then sit back and watch each character do their 
stuff. We guarantee that you won't get coverage like this anywhere else - 
not even the Japanese have been treated to a cover mounted video. 





SEGA RALLY 



Taken from the very latest version of the game, this is yet another WORLD 
EXCLUSIVE for SEGA SATURN MAGAZINE. Originally, we thought we'd have to 
show you a demo of a single car racing around the track without any opposi- 
tion. However, at the last minute, this version with every track from the arcade 
original, plus all the enemy cars arrived in at Sega Europe's HO. It shows footage 
from each of the three tracks {in car and out-of-car views were filmed) and even 
shows a sneak preview of the bonus Lakeside track. We think you'll agree that 
this is one of the most exciting games seen on any home console. 





VIRTUA COP 



First seen at the Tokyo Toy Show in June of this year, VirtuaCop stunned 
crowds of people with its arcade-perfect graphics and fast-paced gameplay. 
Unfortunately no other demos of the game have been released since then, 
but rumour has it that the AMi-created title is nearing completion in Japan. 
Our footage shows scenes from the first level of the game and, as the guns 
weren't ready at this point, it shows it being played with a joypad (hence the 
crosshair on the screen). This is yet another top title that should be in the 
shops by Christmas. 
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NEW 



Iai 



The recent Tokyo Jam ma show saw loads of quality new arcade games a 
and SEGA SATURN MAGAZINE called upon its Japanese correspondents t 
on the proceedings. AM; unveiled their latest beat 'em up Fighting Vipers (based I 
on the arcade version of Virtua Fighter) along with the first playable \ 
Virtua Cop 2. Manx TT was on eight player link-up, AMi n 
entitled Virtual On. and Capcom announced their new comic arcader Marvi 
Super Heroes. And. here are the details in more, erm. detail. 




FIGHTING VIPERS 



Fighting Vipers is AM2's latest creation and, although it uses i 
| board as Virtua Fighter 2, it looks very different. However, the 
13 Fighter 2, which should guarantee 

uzuki, head of AM 2. has kept unusually quiet about the project. 
I though it's almost completed, which gives us reason to believe that thi 




Minimum 

In his quest for ultimate power Richard has now abandoned his puny physical form 
and has become and omnipresent god. This way he can edit Maximum and keep an 
eye over Sega Saturn Magazine. In fact, try summoning him into your own home by 
sacrificing lumps of French cheese and chanting 'Richard' backwards. 



Well, what can we say about new-boy Dave, eh? He's tall. Oh. and he's also the 
bloke responsible for making Sega Saturn Mag the top-looking organ you're 
currently holding in your shaking hands. Oh, and he likes chimps, so send him 
some pics of monkeys in uncompromising positions. He likes that. 



HJHUIIIII 

Monkey boy has had a busy month, what with growing his first facial hair and 
discovering fairies at the bottom of his mum's garden. He's even built a little grass 
hut down there so he live with his new friends. They don't really exist, but it gets 
him out of the way for a while. 



r firm 



yes. in a major coup Sega Saturn Magazine have signed Take That's very own Jason 
Amailngly. he quit his job at Take That furnishings in Huddersfield to pursue a life 
where the wages are high and the hours low. Ha, what a fool. And he makes the 
tea because he hasn't got the bottle to stand up to us. 



CTJQ— TTI HIIM I H II I I 

Disaster stuck the C-boy this month when Slow Boat To Barnet lost part of their 
name "It was there when we printed the t-shirts for our world tour of Basildon, but 
when we arrived it was rent asunder" The Slow Boaters' as they're now known, will 
be retiring to small avocado plantation in Mexico at the end of the month. 



What more can be said about the tipstrel-ci 



1IIIIIIIII 

, meisterthat his Edderados 
Del La Lomasoma' He's skinny for a start, and he's not hugely tall. But he does 
have unnaturally long fingers which are designed purely for playing games and 
wielding his mighty joypad of doom. 
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news 



VIRTUAL OH 



Dwarfed by the might that is AMj and AM3, AMI have always had a tough time of it when it comes to getting their titles noticed. But 
then again, when they come out with titles such as Cool Riders, that's only to be expected. 

They're looking to put things right this time round though, when they unleash Virtual On to the European public. The title took 
mething of a back seat at the show - understandable when you consider the huge amount of attention devoted to Mann TT, but It did 
tract a fair crowd of budding AM fans, which is a good indicator that it will be popular over here too. 

The game takes the form of a 3D robot blaster where you choose one of eight characters to wander around 3D environments and 
shoot enemy robots with. Each character has three weapons, controlled by using two joysticks - one to shoot everything in sight, and the 
^ other to look around and manoeuvre. There's also plenty of action, and the robots are made up from the usual AM-polygon 
kit Like we said, this was more low key than the other two titles, but nevertheless, we'll be bringing you more info in the ne 




flj 1 1 1 ; i ; I ma wars nnmpletinn 



and, if they've got any 51 



ise, they'll name X-Men ; Children of 
totally stunning, it stars the coolest 
1 and you'll be able to play it on the 



And the good news is the Saturn version looks set to be vir- 
tually identical. Originally scheduled for a September 29th release 
in Japan, the game's street date has been put back, but we've 
managed to play 3 special demonstration version designed for 
:o showcase in their shop win- 
izingly it looks, sounds and 
plays like the coin-op original right 
:o the very last detail The 
■inished version will have eight 
selectable characters - 
Cyclops, Wolverine, 
Iceman, Omega Red, 
Colossus, Psylocke, 
Spira and Sentinel - 
and the two bosses, 
Juggernaut and 
Magneto. 




SEGA SATURN 




lildren Of The Atom is causing quite a st 
jr office and if Acclaim manage a pre-Chi 
idoubtedly be one of the hottest Saturn gai 
ire so because Playstation owners don't get their version until 
tyear. Look out for our huge review and showcase 
you can find out exactly how good it is for 
yourself because it's another one of the top titles featured on our 




SURF fa SEGA BIEiT g 

I tf anyone looked back on 1995 and wondered what the most important infiu- 
on popular culture was. they'd h. 




- and if you o 



a Saturn you could be on-line next year. Sega are working on an add-on 
which allows direct Internet access. It's also designed for network gaming 
over the phone-line, which makes link-up cables look puny and out of date. 

Sega Europe's head. Malcolm Miller commented " The creation of Sega's 
new multimedia division shows the level of commitment we have to this for- 
mat and provides us with further evidence that the true potential of the 
Saturn is still to be released." No price has been fixed, but it looks like being 
the shops by July 1996. 
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PUTM THEHEXXEN 

OMML 




BAKUBMH 



earthlings 



One of the most entertaining Megadrive carts ever I 
Robotnik's Mean Bean Machine, so you'll be glad to 
Saturn's getting similar games. Baku Baku Animal is 
instead of coloured beans it features cutesy critters 
favourite foods. Due to the obscure nature of this tH 
that this will officially reach UK gamers, although yi 
guaranteed that it will reach these shores in some f 




mem 



MACHINES 




Top PC title Hexxen (the follow up to 
Heretic on the PC and a kind of Doom 
with swords), is Saturn-bound and 
with any luck, will be in the shops by 
Christmas. This is a 3D adventure with 
loads of atmosphere, tons of action 
and the graphics are nothing short of 
amazing. Although there are RPGs on 
the way from Sega themselves, tl 
has plenty of blood and guti 
less cutesy than anything we've seen 
from the big S. We'll be bringing you a 
huge preview on this one next month. 



FREE! 

EARTHWORM JIM 2 ' 
SUPPLEMENT 





BAZOOKA MNMY 




in fart, a brand new 5. 
?, the programmers ai 



No, it's not another form of gum from the seventies. It 
title from programming house US Gold. Like everyone i 
headquarters have been working away on new system 
efforts on getting some top quality Saturn titles out in time for Christmas, lohnny 
Bazookatone is their first, and they're aiming for it to be very different from 
anything they've done before lohnny, though, is your usual platform- 
ing hero - gelled back hair, attitude like nobody's business and 
positively brimming over with testosterone He appears in his 
very own platforming game, and, before you groan, the Coldies 
have promised us that it won't be anything like the stuff seen 
on thei6-bit machines. All of the levels use Silicon Graphics-cre- 
ated sprites and backgrounds, and the gameplay. which employs 
i many puzzle elements, aims to be much more complex than plat- 

. V. formers ofyeolde days The characters you see here are the first 

N ^^jj^^^ actual graphics released from the game, and give you a good 
^^^^^ impression of the kind of tone US Gold are trying to put across. 



KOMBAT O 



Although SEGA MAGAZINE readers will have already seen our shots on MK3 months ago, we're going to run 
this story again for anyone who hasn't already seen it So, here we go: MORTAL KOMBAT 3 IS COMING! Snapped 
upbyGT. who incidentally whipped the licence from under Acclaim's feet, it s due for an early '96 release The 
reason for this, as you may have heard, is that Sony have embargoed the game from appearing on any other 
format for a period of six months - spoilsports. The good news for all Saturn owners is that Mortal Kombat 3 
WILL be arcade perfect in every single way known to man. and it will be every bit as good, even though it will 
arrive a bit later than everyone would like. As far as we can tell a lot of the features are taken from the version 
twocoin-op- which wastota" 




secret hideaway, command you t£ 
ad guys for them. Typical rock stai 
do their own dirty work. 



NOMADIC 

LIFESTYLE 

Gadget freaks will be over the moon at this latest 
announcement from Sega - it's a handheld 
Megadrivel Yep, from a Game Gear sized machine, 
you'll be able to play all your Megadrive games on 
the move Well, we say you'll be able to play it, but 
at the moment Sega Europe are undecided whether 
they'll be releasing it over here. We think it would be 
a great idea though - if it went on sale for around 
£150! the actual price of the handheld is still unde- 
termined) it could sell bucketloads, and it will cer- 
tainly give all those old Megadrive carts an extend- 
ed life. The handheld also comes with an adaptor so 
you can play games through the TV too. And, here it 
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JACK'S BML 



ANIME INTEREST 




regarded as the best of the three. 
It seems as though there wi 
int of these games 
released on the Saturn next year, 
they're the prefect tools to s 
its graphical capabilities. Here's a 
early screenshots just to give you 
idea of what you'll be seeing in a 
pie of months. 



If you re thinking of entering our pinball co 
there's been a change in the rules. All high 
Gladiators table- that's the first table in the game. 
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36. DUO PADS 



Wondering 

wfratever happened to Yumeml Mention? 

Losing sleep over the (act that D hasn't yet appeared on any UK release schedule? Well, worry no more, 
because we've tracked down all those elusive overseas titles and can even ascertain when (or if, as the 
case may be) they'll be appearing in good old Blighty. And remember, you may have already read reviews 
on some of these titles in lesser magazines, but you certainly won't be able to play them without paying 
hefty import prices and adjusting your PAL Saturn to play foreign titles - which we do not advise. 



SlL 




| i/en though it's old enough to be your grand- 
■ mother, Sega's Hang Onl coin-op is probably sti 

tence. So, it's good to hear that Sega 

le game for the 
Mind you, it's such an all-new version t 
short of thi 




the fact that it's got 
bikes in it, It's absolute- 
ly nothing like the origi- 
nal Hang Onl at all. In 
fact, it's more like 
Daytona USA, complete 
with fully textured 
polygon graphics. Still, 
the idea of a Hang On- 
style racing game with 
fully jD graphics 
sounds like a pretty 
tasty prospect. And 
indeed, from the early 
version of the game 
we've played, it's shap- 
ing up to be a poten- 
tially hot title. 

Hang-On CP fea- 
tures three different 
viewpoints as you race 
against 20 other bikes, 
passing through check- 
points to keep the I 



it better than the original 



am—*— 



froi 



ningc 



I rhei 



le differei 
to choose from, each 
with its own handling, acceleration and top speed 
ratings, and sin scenic courses to race them on. 
Although Hang On GP is already running at afairolc 
speed, it still requires a lot of work on the handling 
and skidding of the bike before it's complete 
Nonetheless, its due out Japan in October and 
should prove to be an excellent racer. 
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mYSTERIA ^ 




You may remember this title from its original Japanese name: 
Riglord Saga. Ever since it first appeared in Japanese maga- 
zines, the European press have tried to get as 
much info about this title as possible, although 
very little seems to have been released on the 
game. However, it's easy to tell that this is an RPC 
of epic proportions, with the main game taking a 
similar stance to the Shining Force series released 
on the Megadrive and the Mega-CD. There's no 
big programming house behind the title, but it seems to have done 
fairly well in the Japanese charts, although when the import version 
arrived in the office we did have more than a little trouble trying to 
decipher the wads of Japanese text. It's still scheduled for a 
European release sometime this year, and as well as translating all 
the Japanese story (a mammoth task by anyone's standards! it will 
also be receiving a name change. It's new monicker? Mysteiia: 
Realms of Lore Makes loads of sense, doesn't it? 






It's important to search every location For clues, otherwise 
you'll end up totally lost. 



ran we say? Although the Japanese version of this game 
« only one available at present, it's still absolutely 
amazing! Released over there around three months ago, D went 
straight to the top of the charts in the first week. It's easy 
to see why: this cyberhorror thriller is easily the mast 
atmospheric adventure on the machine to date, employ- 
ing excellent graphics and a nail biting storyline. After 
massacring all his patients, a warped doctor goes into 
hiding at his spooky old house. His daughter Laura goes ir 
search of him and discovers that not only has her dad gone complet 
ly crazy, but the house contains terrors beyond imagination. 

This is another title where you wander from room to room 
picking up objects and discovering clues, but the puzzles are some 
times fairly complex and at times, the action becomes nail-biting, 
not to mention over-the-top downright gory. At the moment, 
Acclaim are working on the English speech for the game and we 
can't wait until it's s released, even though It will be an 18 certificate 




.11 those old Sega coin-ops that made the Megadrive 
i it was launched are making a comeback in 
one form or another on the Saturn. Hang On GP 
'95 is currently in the works and now Sega's classic 
beat 'em up of yore. Golden Axe, is coming to the 
Saturn. Sort of. 

Whereas the original game was a scrolling 
IH^B fighting affair. Golden Axe; The Duel is a straight 
one-on-one beat 'em up of the Street Fighter variety. Featuring ten 
different warriors, including the original Golden Axe trio and the 
dreaded Death Adder, the game is packed with all the usual special 
moves such as fireballs and dragon punches, neatly blended with 
the more typical hack n' slash action of Golden Axe. What's more, 
in a tip of the hat to the old game, The Duel even features the little 
imp who runs on screen releasing magic power-ups when you hit 
him, thus providing each battle with the potential for some awe- 
some spell-casting antics. Golden Axe: The Duel is set for release in 
Japan any time now and we'll cover it in-depth next month 




With the Saturn's three biggest Christmas titles 
being near-perfect conversions ofSega's hottest 
arcade games, the gap between state-of-the-art 
coin-ops and the latest home software has never 
been closer. As such, we intend to bring you more 

) in-depth arcade coverage than ever before, 
because the smash-hit coin-ops of today will be 
the console games of tomorrow. 



| ITH RUMOURS CURRENTLY 
I THAT AMI ARE SECRETLY BI AVI RING 
[ ON DAYTONA I USING 

POWERFUL NEW MODIL 1 ARCADE 
TECHNOLOGY, 

■OILING START ACTION. Will, THAT 
CAII SOONER THAN YOU THINK, BECAUSE "SlGA 

Research ft Development Dipt AM#1' 




CAM! OF THEIR VERY OWN, BAUD AROUND Tl 
RIAL VIHIION OF THE OVAL COURSE USE D IN 

Dayton a USA. 

Indy 500 is actually the officially licensed 
arcade game of the Indianapolis Motor 
Speedway track, where the world-famous 
high-speed 500 mile races take place. Of 
course, being an official licence it can't have 
giant fruit machines, roulette wheels and 
Sonic mountains like the Daytona beginner 
track. Instead, AMi have gone for a fai 
realistic approach, authentically recreating the 
surroundings of the real Indianapolis course to 
make the game look as true-to-life as possible. 
And, using the tried-and-trusted Model 2 board to 
generate the textured polygon 
graphics, the game looks and 
as realistically as its arcade predec 
essors, Daytona and Sega Rally. 



ONE FORMULA 

Following the formula set down by 
Virtua Racing all those years ago, 
Indy 500 has four different v 
points to play from (overhead, 
behind the car, cockpit and n 
the tarmac), as you hurtle around the 
lethally fast oval speedway in a three 
lap race against 33 other vehicles, 
trying to make the next checkpoint 
before the time runs out. Exciting 
stuff, but short of the realistic 
scenery, it all sounds more than a bit 
like Daytona USA. So what's new? 

Well, the singlemost important 
difference between Indy 500 and 
Daytona is the cars. Indy 500 employs 



built racing cars for its high-speed thrills. Low slung, 
with huge thick tyres and aerodynamic fins, these vehicles 
take the arcade racing experience to new heights with a top 
speed of 380 km/h. To emphasise the speed-orientated 
nature of the game, you have to cope with a 6-speed racing 
gear box when you play the game with manual gears. Don't 
worry about the professional racing angle affecting the 
bumper-to-bumper action, though, there's still plenty of oppor- 
tunity for spectacular crashes. These are even better when you 
the car-flipping devastation from the 
it viewpointl 




AMI are also going all out to 
it, smashing your molar up it 
wanting that to look good. 



ie the crashes look as realistic ai 
le of the high-lights of any driving game, so you'll be 
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[STEP ON THE GAS PEDAL; 



THUNDERHAWK 



What we have here is the 
definitive Mega-CD game... 
The yardstick by which 
all others will be measuredd 



If you've got a Mega-CD 
you have two choices: 
buy Thunderhawk or sell 
the Mega-CD. 

SEGA ZONE 92% 



Thunderhawk's an action- 
packed, in-yer-face flight 
sim that's more fun than 
any game has a right to be. 



This is the game you 
simply must play... 
This is the game that 
will embarrass the 
hell out of the other 
CD-developers. 

SEGA POWER 91% 



It puts anything else on 
the Mega-CD to shame... 
A standard by which all 
future Mega-CD games 
will be judgedd 



i SEGA FORCE MEGA 92% 



GET READY FOR THIS. 



r e v i e w 




Although ETfi1iE1IEETnT33 have always been popular on consoles, 
they've always been pretty limited, mainly because you can only 
play them in 2D, which tends to spoil the atmosphere somewhat. 
However, there's l»Jt-J-JJgnBl^mHHillil-H.1iUff3?nq for the 
Saturn, including this amazing El u ntil iEII PTTT1 from Virgin. 




's certainly true that Sega's first outing into the 
jinball realms was rather disappointing. In Digital 
I Pinball, the whole table was shown on screen at 

e, so there was no movement in the game 
] {apart from the ball and flippers that is). And, 
)use everything was on screen at the same 
time, the entire game seemed a bit puny. Plus, since in was aiming 
to be more of a "simulation" the bonuses weren't very exciting 
either, consisting of flashing led screens alerting you that you'd 
gained a few extra points or leading the way for a wealth of point 
scoring opportunities. However, we've always been of the opinion 
that programmers should use a bit of artistic licence when it comes 
to pinball sims - even if it does stray away from the 
original rigid game pi ay. Yep, we want bonus games, secret tables, 
multi ball play -the lot. 

Which is quite good really, because that's exactly what Virgin 
have come up with. Tilt, currently deep in development Is the first 
3D pinball game ever. Flip the ball up through a tube, and you'll get 

We've always been of the opinion that 
programmers should use a bit of 
artistic licence when it comes to 
pinball sims, even if it does stray from 
the original, rigid gameplay. 




; around from a 2oomed-in perspectivi 
the way around trie table, and indeed, your 3D friend w 



whack it 

follow 



suit. And, although these scenes do cut into the g; 
alarming frequency, they make the proceedings se 
exciting 

In addition to all the 3D malarkey, there's sevi 
themed tables, all with individual features, and so 
gameplay. At the moment, the amount of 3D movi 
version will include has been undefined, but it's all 
really impressive. Nottingham-based coders NMS [nev 
the gaming realms) are putting the final touches on the title, and 
with any luck, it will hit the shops in the middle of November. 



leplayw 



■n differently 

■s the final 
eady looking 
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I hat can you say about an air combat 
I game that hasn't been said a 
I hundred billion times before? 
| Explaining the plot Isn't exactly 
I difficult -fly through 3D terrains 
I shooting everything and anything 
that moves whilst avoiding the path of enemy fire. 
Simple. Isn't it? 

Well, kind of While this describes the essential 
gameplay down to a tee. there is plenty of other stuff 
that makes JVC's Deadly skies a force to be reckoned 
with. For a start, you'll be up against some of the 
most experienced and skilled pilots ever to have 
graced this realm, and what's more, they're all 
equipped with the best fighter planes on the market. 
In addition to the traditional Mig you'll have to 
takeout an F-15 Eagle, an f4 Phantom, an F14. Tomcat 
and a NATO flying ace. There's loads of different 
terrains to fly through, including the jungle, the 

Explaining the plot isn't 
exactly difficult - fly 
through 3d terrains shoot- 
ing everything and anything 
that moves whilst avoiding 
the path of enemy fire. 

desert, the ocean, and a city terrain that bears a 
startling resemblance to A Far Eastern City Not Far 
From Kuwait. Unlike air combat games in the past 
(such as Afterburner], there's loads of scenery detail, 
and although the gameplay remains largely the 
same, it's really smooth to play - plus there's loads of 
action in every level . 

At this stage in 
development, it's 



Although there's some lil^lfl'hlnlilJ.HnkUlil JtHiim out on the 
Saturn at the moment, it has to be said that if there's one thing that 
Sega have failed to bring into the home, it's the good old UllJ.li'il.Hl 
wmia . Anyway, while we're waiting to see the finished version of the 
forthcoming Wing Arms (looks like a real cracker), here's a sneak 
preview of li'i^tWJWtCTTUHffB 

>■ . V V IT- 



m 

■\V J should be ready for 

rvlew in time for 

sxt issue) and Core 
Design's Thunderhawk sequel, Firestorm. Still, with 
all its splendid jD-ness and high speed shooting. It's 
certainly in with a fighting chance come Christmas 




I Sm 








1 J£ 





An enemy plane! Get ready for tons of mercenary blasting and 
huge explosions - although it may be your plane that ends up 
i Pyramids. 



just how good the 
finished product will E I 
be. and it's fair to say 
that when it's 
released it will face 
some really stiff 
competition from 




Apart from the intra above, the entire 
is played out in 3D - not that you'd expect 
aoything less from the Saturn. 
Dedly Skies aims to have much more detail 
than combat games of the past, and 
certainly offers plenty of level variety. 
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Two years ago, Core Design [',V»1WT' H i H M il-f *1 M'fl *] J [» | wh e n they 
released iiiWiTirJJ!H?11 on the Mega-CD, and ever since, they've been 
renowned for producing high-quality games on every format. But, in 
recent times they've turned their collective hand to the Saturn, and 
it's this format that's been deemed worthy of [ 



Thunderhawk's sequel. 




s in the original game, Firestorm is a 
high speed helicopter combat sim, 
and Core Design are lifting many of 
the game features from the original 
title for the forthcoming Saturn 
version. However, although the 
II remain roughly the same, the action is 
faster and naturally, there's loads more 

there will be 37 missions to complete, 
missions requiring several tasks to be 
before the next level can be taken on. 
holds a multitude of 3D texture-mapped 
us there's the now-standard polygon 
enemies that pop up at every conceivable 
he original Thunderhawk team have been 
0 work on the sequel, and lead 
sr Marc Avory is already hopeful for the 



The action is much, much 

FASTER AND NATURALLY, THERE'S 
LOADS MORE DETAIL THAN WAS 
FOUND IN THE ORIGINAL 

2 we're pushing the new machines to their absolute 
limits. This game's going to be faster than anything 
you've seen - and anything you're likely to see for a 
long time, on any of the new formats." 

There's many new features in Firestorm - you'll 
be be able to view the game area through 180 
;and 



differei 




Is of 



about with too 
Plus, from what 
we've seen of the 
very first demos 

recent trade show, 
the gameplay 

impressive-being 
both incredibly 

Iready have stiff 
competition in the form of Deadly Skies from JVC and 
Wing Arms from Sega - although if Core's past 
efforts are anything to go by. this will be heading for 
certain success when it hits the shops in November - 
and as an extra, new Saturn owners will be treated to 
a free in-pack demo of the game in October 
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In addition to multiple camera angles, you can view Your pre-flight pi 

the gams through 1BD degrees at any time. beat engineers. 



letters 

TM 

Normally we at SEGA SATURN 

NEXT GENERATION MAG. or whatever it's called now, like to keep our letters pages bright, breezy and 

generally not too depressing. But this month we have a real cause lor concern. Where is Sonic? Last seen driving a small go-kart, everyone's 
favourite blue hedgehog in red trainers with a sidekick called Tails, a mate called Knuckles and an arch-enemy with the handle Dr Robotnik (just so 
you don't get him confused with anyone else) has disappeared. Do you know where Sonic has gone? Is he just washed up? Can you suggest future 
careers lor the blighter? Or don't you care? We don't. Anyway, if you've got something to say, write in to us at: 

DEAD DOGBOYS MAILBAG, SATURN SEGA SATURN SONIC MAGAZINE, PRIORY COURT. 30-32 FARRINGDON LANE, LONDON, EC1R 3AU. 
There's a prize lor every envelope containing large amounts of cash (sterling, please). 



PLE 



AINWAVES 



DEAR SEGA MAGAZINE, 

I have been a reader of your magazine since June '95 and inquiring if it's possible if 
you could send me information on back issues that are still available. 1 really think 
your magazine is cool. Also, can you tell me how to get these hidden characters 
from Mortal Kombat 2 for my Megadrive? They are "Pung Wolf" and "Fire" which 
are rumoured to exist in the game. 

And one more final question. Please can you tell me the Fergalities (that's if 
you know) on "Ooh Nasty" mode in the cheat menu qf the performance of all the 
character's finishing moves. 

I would be grateful if you could help me with this, if not I'll still love your 
magazine. Please reply in writing. Thank you. 

Rachel Modupe, Camberwell green, London 

Blimey, another back issues letter. Right, let's get this straight. You want to 
try ringing the lovely helpful staff at our back issues department on 0858 
468888 who should be able to help. Pung Wolf and Fire don't exist. And I'm afraid 
we haven't got a clue how to do the Fergalities. Ed Lomas might, but he's in a huff 
because we called him ugly, so he won't tell us. And we've replied in type. Sorry. 

SICK OF IT ALL 

DEAR SM, 

Vou're probably getting sick of this, but I'd like to have my say regarding the 32X 
and Mega-CD. 

I own these machines and being a dedicated j;X owr 
I'm becoming concerned about the machine's future. The 
Mega-CD was unsuccessful not because it was a poor 
machine, but because hardly any of its software e«ploited 
potential. Even today's releases are mostly FMV and 32X CD-ROM 
titles are just the same FMV "games" with better quality 
footage. It's disappointing that few 32X games utilise the CD- 
ROM, because the only real problem with the 32X is that 
being cartridge based it has limited memory. 

Still, even without CD-ROM memory the JJX Still boasts 
some fantastic games. The release titles are all exceptional as 
are more recent releases such as Metal Head and Stellar 
Assault. But what about the future? Virtua Flghtt 
the Scavenger games shown in issue 15 w 
SoulStar X. Kolibri? Superlative 32-BIT graphics but i6-BIT 
gamepiay by the look of it. There really should 
be much more quality software lined up as with 
the Saturn. 

Well I'll end by being optimistic and hoping 
that Sega will learn from the mistake they made 
with the Mega-CD. tet's hope some decent game 
arrive in time for Christmas, eh? 

Cheers, Mr V, Cottle Creytkull 



development costs. The same story could apply to the 32X, but there are actually 
enough decent games either out or on the way to justify the dough, so hopefully 
loads of people will have a 32X on their Christmas list. This'll mean tons of 
potential customers for software companies, and even more games. It's a vicious 
circle, see? And it works both ways. Still, fingers crossed. 



LOVE THE MEGA-CD 



DEAR SEGA MAGAZINE, 

I have just bought a Mega-CD, the games on it are good but the graphics could be 
better. I think that Sega are not making any good games for the Mega -CD so they 
can cash in on the Saturn Why can't you get Daytona on the Mega-CD? I was 
going to get a 32X but changed my mind and got a Mega -CD, because you can get 
mostly the same games eg Fahrenheit and BC Racers but you can play CDs (music 
and CDG). So why do people buy the 32X with one game for 1.150 when you can 
get a Mega-CD with 11 games for £170-200? 
Brian D'Silva, Piumstead, London. 

Because, dear boy, the games you can get for the 32X out-perform the ones 
for the Mega-CD. And there'll probably be lots more of them in the future. 
Why don't you get a 32X as well, thereby optimising your Megad rive-based 
console spectacular? And you'll have a machine that looks like an evil robot. 



I SAIL MY BODY 




The way I get money to buy my computer games is I dress up in black 
leathery-fronts and a tite leather black jacket with chanes hanging 
1 it and I go to the old peoples home and sail my body to all th 



Nap, Croydon, Surrey. 

Th anks f o' sharing that with us. The police are on their 
way. At least you're reading a mag with the right initials. 



HOT BUG! SCOOP 

DEAR SEGA MAGAZINE, 



have drawn a black and white picture of a 
character soon to star in a new platform game 
called Bug!. 

I would be grateful if you would show my 
drawing to the nation as soon as possible in your 
lagazine. 

My name is John McClung and I am 16 years old 
tothian in Scotland. 

John McClung, West Lothian, Scotland. 



dgg SEGA SATURN 



Letters 



Well thanks for that hot snippet of news there, John, but I'm afraid the 
"^^^ nation saw a full colour picture of Bug on the front cover of SEGA 
MAGAZINE issue 11. Next time you're hoping to break a story, could you possibly 
send it in a couple of months earlier? 

CONVOLUTED LIE HERE 

DEAR SEGA MAG, 

To finance my gaming habit I get a mate to film me (with a purloined 
camera, of course! walking nonchalantly along the top of a hardy cliff, when 
suddenly I "trip" and fall 6oft to the jagged rocks below which I have taken the 
precaution of sprinkling with such crowd-pleasing items as nails, razor blades and 
broken glass shards, which always look good together. After a quick trip to casualty 
and a slightly longer stay in intensive care, we send the tape of this hilarious 
incident to Jeremy Beadle where it usually appears with family incidents such as 
grandad falling off his deckchair or grandma losing her false teeth at dinner. We 
then split the cheque, wipe the video and repeat the whole process with me 
wearing a cunning disguise, such as sunglasses or a false moustache 

There's room for endless hilarity and variations like falling on sharpened 
spikes instead of glass, or if you want to be really exotic, you could try falling into a 
nest of vipers (which sadly are unavailable here). The possibilities are endless. 

Geoffrey Cray, Churchtown, Dublin i6. 

jtz. Thanks for replying to our request for how our readers get the money to 
play games when most teenagers can't even afford to take up smoking. 
That's a pretty good one, and if I'd thought of that myself I probably wouldn't be 
stuck working here. Incidentally, Tom G saw Jeremy Beadle in the pub once, and 
scared him off. it's TRUE, I was THERE. 



I WILL CONFESS 

DEAR SEGA MAG, 

May I begin by congratulating 
you on the quality and 
affordability of your publication 
r to this 

a of entertainment and am a 
firm believer in first impression: 
counting. Towards the end of 
August '95 until mid-September 
must have purchased 90% of all 

None impressed me as yours did 
and subsequently you 

Congratulations asidi 
permit me to come to the 
for this letter. I have one questi 
to ask and would be grateful if 



inly .1, 



tooi 



.e you re 



polite and genial. Give it a couple of months and you'll be writing in saying 
"Oi Tosh, if you don't answer my questions I'm going to come down there burn 
down your offices you bunch of SLAGS! '. Anyway, just because you're nice we'll 
answer your question. Whilst the Saturn is easily capable of handling a Silicon 
Graphics intro the calculations required to actually render these as interactive 
sprites, move them around the screen and scroll the play area about to the play- 
ers whims are beyond the reach of any home machine as yet. It's like the differ- 
ence between a movie and a... er, a game. 

CAN I RIP OFF YOUR READERS? 

DEAR SM, 

I'm thinking about selling my Sega Megadrive and buying a Sega Saturn for 
Christmas. Could you tell me if a Megadrive, carry case, two joypads and eight 
games (Micro Machines 2. All Sonic games. Earthworm Jim, Dynamite Headdy) is 
worth £170 and if anyone will buy it. But if you think it is too much what price 
would you recommend and if more people will buy it. By the way your mag is the 
best I've read so keep up the good work 

David Wilson, Freckleton, Preston, Lanes. 

* Hey Dave, the world's full of suckers, know what I mean? There's one born 
every minute, and if you reckon you can flog that gear for £170 then that's 
fine. You'll probably be alright, actually, because your games collection is ace. Try 
tagging "Or Nearest Offer" on the end of your advert to make sure you shift it, 
though. 



PLEASE TALK TO ME 

LISTEN UP SECA MAGAZINE, 

I am getting really miffed off that you ai 



replying to my letters. Vou seem 
fieats but you won't answer a couple of simple short letters. I 
am beginning to think you make up the letters!! Please don't 
this lovely collectors postcard [Tony the 
Tiger if you're interested - SM) for nothing. It was meant to 
try and catch your attention!!! I only have one question w 
else tried to ask which got printed but not 
III 

Anyway, here it is: 
In SEGA MAGAZINE issue 7, look at pages 48-55. All, and I 
mean ALL of the Saturn showcases look better than their final 
product (maybe except for Panzer). You said you saw them 
and they were very smooth and sharp. Virtua Racing looks 
ARCADE PERFECT and Daytona has NO CLIPPING and BETTER 
GRAPHICS Please explain'? If you don't know the ; 
PLEASE MAKE ENQUIRIES. I feel the ai 

Thanks tons (I hope). 
Adily, London 




following query about Pai 
Dragoon for the Saturn. This to 

made game but my area of 
concern is this. On first playing 
my jaw literally dropped on 
seeing the Silicon Graphics 
introduction [Sounds like an an 
of concern tous-SM] 
will confess to a following sense 
of slight disappointment upon 

e not of the same quality. My 
question is, simplicity itself: Why' 

Surely if they were this 
game would have been an epic in 

My thanks for your time and keep up 

rj faithfully, 
Peter Davies, Rhyl, Clwyd, N Wales 




Right. This is the all-new Sega 

SatUFH Magazine, so there are going to be some changes 

around here. From this moment on, we no more questions on 

the Master System. Or the Game Gear. Okay? But you can keep 

on sending in those questions on the Saturn and your personal 

lives and stuff. Oh, and the Megadrive. Send them to 

THE SERIOUSLY NEW Q+A, SEGA SATURN MAGAZINE, PRIORY 

COURT, 30-32 FARRINGDON LANE, LONDON EC1R 3AU. 

Oh, and start putting question marks at the end of your questions. 

It wastes our time having to punctuate your snivelling letters. 



BUDGIE FOOD! 

Answer my questions or I'll feed you lo my budgies. 
1. Are you planning to make a video of the Saturn and 
sell it with your mag? 

j. If yes. will it feature Daytona USA and Virtua Fighter? 
j. If no, why not.? 

4- Are Sega planning a new games system in the future? 

5. Roughly how many games will be out for the Saturn 
by Christmas? 

6. Are Sega planning to carry on making Megadrive 
games or are they stopping? 

PS. Please, please, please etc make a video of the Saturn 
for your mag. 

Thanks from, 
ET (Extra Terrestrial). 

1. You know the answer to that. 2. Nope. 3. 

Because we've put even better footage of 
upcoming releases on it. 4. We can't see the future. 5. 
Over 30 titles. 6. There are plenty of Megadrive releases 
still planned. 



BORING STREETFIGHTEH QUESTIONS 

To Sega Mag, 

Congratulations on the brilliant magazine and could you 
please print my question' 



can't find the 32Xve 



1 In issue 19 you printed 
some pictures of Street 
Fighter- The Movie on the 



...I -A B 



4 Do you happen to have a spare VF2 coin-op lying 
around the offices? 

5 Why is there hardly any decent jiX software available? 
C'mon Sega, pull your act together I 

6. Why did you print this letter? 

Bye. 

Tom 'Mad Clf Parish, Warrington. 

1. Yes. lb. EA are. ic. Unknown. 2. The speed is 
near enough identical. And no. the 'simpler' 
graphics don't spoil it. It looks and plays totally fantasti- 
cally. 3. It is. 4' Yes. but Paul Davies of CVG has taken the 
board home with him. 5. You tell 'em. 6. Because we 
believe in helping the mentally disadvantaged. 



A POTENTIAL SATURN 
OWNER WRITES 

Dear Sega Mag, 

Please could you answer my questions as I'm thinking of 
buying a Saturn. 

1. Do you think it's worth selling my MD MCD 32X and 
about 20 games and buying a Saturn? 

2. Do you think that the J3X will start getting games 
irlyasgoodasthe 



Deejay there is Akuma an 
Blade How come theyan 
different and which one i: 
the Saturn version? 

2 Is it true that Capcom are releasing another SF; game 
called SFj; The Interactive Movie coming out on Saturn 
featuring footage from the manga SF movie? 

3 Are SSF2 or SF Zero commg out on the Saturn? 

Keep up the good work. 



Both are the Saturn version, but one is showing 
a cheat to reveal the hidden characters. 2. Not 
that we know of. The Streetfighter Alpha coin-op is 
based on the papular animated series in Japan. They 
may release that some day. 3. See answer to question 2. 



I AM MENTAL PLEASE HELP 

Dear SM 

Firstly I'd just like to say SPLLtURRGGEEEEKEWEEEEEEF 
1a Are EA or EA Sports developing software for the 32X? 
lb. If not, who's developing FIFA jjX? 
ic. If they will be. are NHL or Madden on the way? 
2. How does VF 3JX5 speed compare with the Saturn or 
arcade versions? And do the poorer quality graphics spoil 
the gameplay at all (I've only played the arcade version and 
the graphical smoothness adds a great deal of realism]? 




Saturr 



:eVF? 



3. Will FIFA be as good as 
the^DOonthe Saturn' 

4. Doyou think Sega Rally 
will be arcade perfect? 

5. On Virtual Reality they 

is true? 



Ml It sup to you. 1, 
^ Well, it's got VF 
hasn't it? 3. It might be as 
good as FIFA 3OO on the Saturn, yes. 4, It's going to be 
pretty damned close. 5. Vou should stop listening to 



YOU LAUGHED AT ME, 
BUT I DON'T CARE! 

Dear Sega Magaiine, 

The last time I wrote to you for answers you laughed at 
the idea of me buying an imported Saturn and not beir 



handles 900. 000 polygons/ sec and the Model 2 arcade 
board handles 500, 000 polygons/ sec? 

3. When is Sega Rally Saturn coming out (on English or 
Japanese! and will there be a Saturn mode without a 
timer and Saturn specific options as well? 

4. In the Daytona manual there are pictures of a CD 
which upgrades the Saturn so it can use an application 
called the Electrical Book Operator. Doyou know what it is? 



5 I've just got an Action Replay for my Saturn (after wait- 
ing two and a half months). Will you be putting some 
replay codes in your magazine tips section? 

6. Doyou have any cheals for Gale Racer? To make it bet- 

7. And when will Virtua Fighter 2 Saturn be released 
(English or Japanese)? 

8 In issue 2t someone asked a question I would like to 

know the answer to IS DAYTONA GOING TO BE REMIXED 

WITH THE NEW AM2 SGLOS? 

PS. Does your publisher make a magazine called 

MAXIMUM? 

David S, 
Portsmouth. 

What a pathetic time. Just look at the Time 
Attack Top Five this month, 2. Where are you 

powerful than the Saturn. 3. Before Christmas. It will 
have some all-new Saturn features. 4. In Japan, books 
stored on CD are popular. This disc allows you to read 

you'll just have to read normal books. 5, It's a possibility, 
6. Yeh, throw it away! Ha ha, you bought Gale Racer. 
What a sucker! 7. If we knew, we'd tell you. 8. NO! 



FOR CRYING OUT LOUD! 

Dear Sega Mag, 

For crying out loud I Please print my letter as I've trii 
writing in about seven times. Please! 

1. Will Sega Rally be arcade perfect? 

2. Will it have a two-player option? 

3. I'm getting a Saturn for Christmas. What games c 
you think I should get? 

4. There is only one pad for the Saturn. Should I get 

5. Doyou think there will be a Sonic game for the 
Saturn? 

rtua Fighter with the Sat 
jat 3 instead of VF 3. 



should I get VF 2? 

7. Should I get Mortal Kc 

8. What does AM in AM 2 and AM 3 mean? 

9. Who won the Saturn in the questionnaire c 
Please answer these as I get your mag all the 



1. Just about. 2. Indeedy. 3. Virtua Cop, Sega 
Rally, X-Men are our top Christmas predictions 
4. Yes, it's essential for Vrrtua Fighter. 5. Yep. 6. Grief, 
yes. 7, Hell. no. 8. It stands for Amusement Machines, 
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showcase 




Okay, so Virtua Fighter 2 looks 

pretty damned sexy. And sega 

Rally is without a doubt the 
business. But, nothing, NOTHING, 
beats the feeling of taking a big 
gun in your hands and loosing 
off a round of infra-red slugs into 
some polygonised bad-dudes. 
Dontcha think? Well, you will do by 
Christmas. Because Cop is coming to 
the Saturn. Cop IS coming! TOM 
GUISE arrives in a similar fashion 
with this full police statement. 




The big obvious Indicator highlights the most dangerous target 
although all the enemies are potentially lethal. 
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THROUGH THE 
CLOCKWORK KEYH 



The first thing you notice about Clockwork //^ JP'" 1^^^ 

Knight 2. is the improvement of the graphics /^-^. /rhaF^C^^t* 
over those of its predecessor. Although the ff">T {ftw^CyNiMJ! 
look of the game is fundamentally the same, . \~ JlH^^^ '^Hl 

it s obvious the programmers' mastery over the \ r ^^\^jtff 

Saturn's capabilities has increased a great deal \\j "t^^fSt^KyR 

since the first game. The screen resolution is X*f/\r£i&& ! Q^ 
mightily improved, with the rendered sprites look- >^C* <i 
ingfar crisper. Likewise, the detail of the backdrops JvJ^j\^ 
has increased tenfold. Towering furniture, collapsing 
statues, piles of books and whirring clocktower mechanisms abound. 

The real testament to Clockwork Knight j's graphics however, are its 
stunning bosses. Perhaps the most impressive bosses in the first game were 
the giant transformer robots. These pale in comparison to the staggeringly 
huge monsters Pepperouchau has to confront in the sequel. Totalling five in 
all, each one is a massive, fully moving polygon construction. Just take a look 
at the pictures and the video if you don't believe it. 



IT'S PLAYTIME! 



Clockwork Knight 2 may look to be much the same game as its predecessor. 
And indeed, when you first play it, there seems to be little improvement over 
the original. However, whilst the gameplay is similar to the first Clockwork 
Knight, it's been vastly improved, making the sequel into the much awaited 
barrel load of fun and japes we've been after. 

Aside from the improved bosses, the levels are also far more larger. 
Some of the levels are even layered, allowing little Peppy to move into the 
incredible backdrops, with the screen zooming after him into the distance. 

The layout of the levels has been very carefully thought out 
j too. If you like your platformers fast, you can race 

through each stage, leaping over gaps and bashing 
^■fc baddies out of the way, obstacle course-style. For a 

massive highscore, this is the only way to play the 
game because you receive a time bonus at the 
end of each stage. If however, you prefer 
^ SlH * y° ur platformers more explorational. 



are the playing cards. Finding all 25 of these n 
ersingsome tough areas of the eame. filled wi 



ROOM WITH A VIEW 

In the first Clockwork Knight game, Pepperouchau 's adventure took 
him through two bedrooms, the kitchen and the attic. With the sequel, 
his quest to track down the clock princess Chelsea leads him to a fur- 
ther four rooms of the house. Here's a look at each one. 



The massive nursery is Pepperouchau's first stop in the game. Table 
tops packed with evil toys await him as he races across the roofs of 
building block houses and scales giant climbing frames. 

7"7| The second stage of level one (mall) gives 



sn impressive reward for getting them all, 
;h what it is, so far remains a secret. 



The first Doss is a bizarre serpent made out of building blocks that weaves in and oul of 
the screen. The only way to hurt him is by attacking his microphone tail. 



a * 



In stark contrast to the childish antics of the first level, level two is a far 
more serious affair, taking place as it does, in the study. Spookily lit by 



Trapped by a wooden shell, it seei 
impossible fur Peppy lo gel the ej 
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That's right, if your? one of 4 those 

extra lucky people with £170 to spare, you too 
could be watching the very latest in CO films. All ' 
you need to do is pop on (Jov#n to /he shops 
(alright so we were lyjngr afcouj ntveV leaving the 
house) and get ^ydtrself fitted ou| Aith a Sega 
Video CD card. ^Thfen* simpty, * slide * back, the' 
compartment on tjje aback of *ie*Saturn, slip it in 
the.sltft and ,a way ye^jo: Interactive entertainment 
on tap^But i&it^worth.it? Should YOU be rushing . 



ESSENTIALS 



Key features: Allows you to play VH 
quality film and music CDs on your 
Saturn and offers various novelty 



I 



It all depends on what you want to get from your 
Saturn really,. If you just want to play games and nothing else, 

probably not worth the bother., Bui if you want to make the most of your 
chine, it's definitely worth considering. You see, for your £170 you'll be able 
riew VHS-quality films with CD sound in your own home. And although you 
do that already with an ordinary video, this provides loads more novelty, 
nt to zoom in on that essential scene on basic instinct? No problem - simply 
the Video CD's magnifying glass. Why, you can even get a high quality freeze 
tie if you're that desperate. And, in addition, you can add strobe effects to 
scene, play it out in slow motion (good for that fatal Reservoir Dogs bit), skip 
parts of the film immediately and even show sequences of pictures all 
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ESSENTIALS 

Photo CD f IS 

One film developed on to CD £10 

Key features: Allows you to develop film onto a 
Saturn compatible CD. then provides ample oppor- 
tunity for picture tinkering. 
What we think: Well, call us old fashioned, but 
nothing beats the good old photo album. 
However, this is a great novelty product, and it 
only costs £25, so as a one off purchase it's pretty 
good value 

VALUE FOR MONEY: 8/10 



7 



I Also new from Sega this month is the Photo CD package. If you're 
fond of embarrassing relatives with ten year old pictures of terrible 
■ hairdos, then it could be particularly useful. By dropping off your 
I normal photographic film at the developers and asking them to 
/process it on to CD (only larger developers will be able to do this), 
you can get all your pics developed on to a Sat urn -compatible CD. 
/Then, a whole new world of cringe worthy opportunity is open to 
.you. Paste your girlfriend twenty times across the TV 

nny's liver spots and change that wet weekend in Rhyl 
fortnight in Rio. Well, almost. 





BlTT, IS IT- WORTH THE MONEY? 

It has to be said that after spending 400 quid on hardware, seme people 
may find the prospect of shelling out ad extra £170 a bit stomach churning. 
But, if you're -a bit of a movie buff, or simply a die hard Abba fan (they have 
two CDs released this month alone) it could be just what you're looking for. 
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Welcome 



■WCHwlllC to the page of this magazine that 
attempts to convince you to take out a subscription to 
SEGA MAGAZINE: Britain's Only Official Sega Magazine. 
So, why should you take out a subscription to this fine 
tome? Well, for starters, if s Britain's Only Official Sega 
Magazine, which means that we get just about every 
great game first. That's right: first previews, first 
reviews - first everything. 

Whaf s more, never mind the exclusives, just feel the 
quality. SEGA MAGAZINE prides itself on being the best- 
looking, most entertaining Sega-related read on the 
market. And, if you subscribe, you'll get your mags 
delivered to your home days before they appear on the 
shelves. And as a special offer, you'll get 12 issues for 
the price of 1 0! How's that for service? So, dor/I delay, 
subscribe to SEGA MAGAZINE today. You won't regret it. 
Honest! 



P 




Review flafa 

You want reviews? 

Sure, We Ve gOt lOadS. Why, even in this issue, there're ten to 
plough through, and this is a quiet month as far as Saturn releases go. Although the biggies 
such as Sega Rally and Virtua Fighter 2 won't be out for a couple of months, 
there's still plenty of quality software out there and naturally, being the official Saturn maga- 
zine, we have the big reviews before anyone else. And here they are... 






Clockwork Knight. It was supposed to take I J h.V^AllliiMlMliVM Jitl 
nnni -- ^JirJ^?fi7i1 With its impressive SGI rendered graphics and 
3D backdrops it went some way to fulfilling that promise. But 
the actual game was a disappointment. tVinn jrTCTTT T IrU.i'^Un 





I lockwork Knight 2 isn't so much a 
sequel to the original game, as a 
continuation of it. Which goes some 
way to explaining why it's so similar 
to the first game. As with the 
I original Clockwork Knight there are 
four levels, each one themed around a different 
room of a house and each one divided into two 
sub-levels with a boss at the end. Although the 
graphics are impressively three-dimensional, the 
gameplay is very much a traditional JD affair. Little 
Pepperouchau has to run and jump his way through 
each level, negotiating the various household 
objects that block his path and attacking enemy toys 
with his clockwork key sword. All very similar to 
Clockwork Knight 1 you might think. 

However, Clockwork Knight 2 manages to 
succeed, in every respect, where the original game 
failed. In other words it 's/un.' Whereas Clockwork 
Knight relied on its plush graphics to lift the 
monotonous, plodding action, CK2 actually provides 
decent and varied gameplay Aside from the usual 
platform leaping and baddy bashing, each level is 
packed with loads of clever touches - flooded 
bathroom floors, zippo lighter torches and giant clock 
mechanism platforms to name just a few What 
really makes Clockwork Knight 2 such fun however, is 
its pace. If you want, you can race through each level, 
bashing chains of baddies out of your way and 
finishing in record time On the other hand though, if 
you want to explore the harder-to-reach-areas, skilled 
joypad control is required to overcome the enemy 
infested platforms. And, providing an incentive to 
search these more challenging sections, the game is 
packed with all manner of hidden extras, from the 
standard bonuses and hidden play areas, to the more 
coveted playing cards. Collecting all these [there are 



four on each stage) reveals something special. 
Exactly what though, is a mystery to us, as we 
haven't found them all yet. They're pretty tough to 
find. you see. 

As entertaining as all these features are though, 
they still aren't anything new to the world of 
platform gaming. What really gives CKj a unique 



Far surpassing those of the original Clockwork 
Knight, the graphics in CK2 really show off the 
Saturn's capabilities, with crisper looking sprite 
amazingly detailed 3D backdrops. The sheer nu 
of textured polygons used to build the land' 



staggering, and 

backgrounds. What' 
simply jaw droppinf 

polygons that 



an. I 



e incredible w 

loveinto some of the 
the huge bosses are 
octopi. transforming 

s. all made from textured 

5ut of the screen. As far as 



graphics go, Clockwork Knight is near enough on par 
with Panzer Dragoon for sheer gob-smacking quality 
and drop dead gorgeousness 

Okay, so Clockwork Knight 2 is still just as easy 
as its predecessor and it isn't any longer either. But 
there's far more to it than was found in the first 
adventure and its far more fun too. Actually 
exploring the levels to the full (and you will want to) 
increases the games longevity quite a bit. If you 
really want a tough, challenging platformer. you'd be 
far better off going for BUG!. If however, you want a 
magically atmospheric, incredibly entertaining and 
graphically fantastic platform game, you have to get 
Clockwork Knight 2. For sheer gaming fun, it's the 
best Saturn platformer around. Sadly though, it's just 
too short and far too easy to be a classic. 

— 4* 




TOM 



GUISE 



The jolly SGI intra (shown above) and the many intermission 
scenes all help flesh out Clockwork Knight 2's brilliant story. 
And the end sequence lias to be one of the best in any ga 
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You are a Sim. iTiTTliL'jjuF^iiTinu '* Little did you know but 
you're actually just a series of complex computer calculations and 
U.liilJ.litJHfflilllJilJI. t- JjVJt'iJill iliA 'Mlt.CT Wild huh? If you find 
this bombshell distressing, console yourself by taking control of 
your own city of Sims and BnmrcHiT3tlin31iTaiIKTa 




I im City is one of the best known and 
I most popular home computer games 
I ever, mainly because it's one of the 
I few games that appeals to just about 
I everyone. It also has the strange 
I ability to convert full-time arcade 
»r fans into around the clock urban planners 
with a sense of civic duty. 

The idea of the game is to build and success- 
fully run as big a city as possible by carefully 
planning what buildings go where as well as setting 
the budget, tax levels, and creating transport 
systems. It's this ability to completely control the 
whole city that makes the game so in-depth, as well 
as the way that the Sims [the virtual residents of 
your city) react realistically to any of your actions. For 
example, if you build a residential area too close to a 
heavy industrial zone, not many Sims will want to 
live near all that pollution, however if you add a few 
parks, a stream and a small wood between the two 
zones they'll fight for the houses. 

During the game you get updates on your 
popularity in the form of newspaper polls, along with 
articles detailing what features your city requires and 
some exciting reports on dental hygiene. By listening 
to your Sims and giving them what they need with- 
out overstretching your budget you can get a good 
city going, thus making you more money which you 
can spend making your city bigger to get even more 
money and so it goes on. 

This is the game's major failing in that it just 
goes on and on until you run out of money or quit. 
Do well and you eventually make far more money 
than you can possibly spend. The 'scenarios' solve 
this problem by giving you a set target population or 
amount of money to reach within a limited amount 
of time. And so we come onto the real bad points By 
far the biggest problem is the ridiculously slow pace 
of the game. It's not down to the payability, rather 
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Further into the future, your 
newspaper becomes a digital 
message keeping you 
informed oo on 



i in the PC 



the ridiculous length of time it takes to I 
the map. something that wasn't a probli 
version. Surely the Saturn should be able to handle 
the fairly simple graphics at least as well as a PC? 

Anyhow, this is still a fantastic strategy game 
which will drag you in quickly and keep you 
engrossed for a good few weeks (and that means 
many hours per day]. The sad part is that most 
people will play it so much in the first month that 
they'll be sick of the sight of it afterwards. The depth 
and level of control you have means this game will 
appeal to just about everyone, and there are a few 
bonus features for the Saturn version, so even PC- 
owning Sim-veterans should enjoy playing it. It's just 
a shame about the speed, though. 
dfl 

ED LOMAS ^ 







Bullfrog's determination to completely IF\ !ftT«yfliH iT-UfH'i T» I with 
Theme Park continues this month as they unleash it on the 
Saturn. So does this mean that we finally get to see all those 
lovely PC rendered visuals in their [j 
Well, that's the general idea.. 



ull, unadulterated glory? 




playing 

from expands as you get 
employees, financial statisti 
all to do with running a bus 
there. Ofcoursi 
carefully balan- 

the drinks, basi 
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heme Park has been around the 
block so many times now, that it's a 
bit difficult to go into frenzied 
spasms over this latest version, but 
seeing as we like it so much, it's 
worth a try. Actually, bar trie original 
is easily the best version of Theme 



intro, all the fairground tunes and speech samples, 
and the graphics on the rides and shops are much 
boosted from anything seen on a t 6- bit console. 

However, this information won't be much use 
to you if you 've never heard of Theme Park before 
(quite unlikely really), so here's a quick recap. The 
ultimate aim of Theme Park is to make money. Loads 
and loads of it. To do this, you'll need to build the 
best theme park in the business, with the best rides, 
the best ice-cream, and the best value for money No 
easy feat by anyone's standards 

Anyway, to do this, you're provided with a huge 
js rides ( the number to choose 
aney), shops, paths. 



h money as possible 
Once you've made one park a success, there's loads 
of others around the world to turn your hand to, and 
there's plenty of competitors who will be hot on your 
heels too. 

Basically, Theme Park (along with Sim City 
2000J is THE title to buy if you're after a strategy 
type game that will last for ages and provide loads of 
entertainment You can even see your rides in action 
just like you could on the PC 

ways, this is even better because there's more choice. 
Luckily, the gameplay is likely to appeal 
just strategy fans, and although it's not in tt 
excitement league as Daytona or Sega Bally, 

has this kind of testability 



their tedious lives into a world of exhilarating rides, larger-than-life 
characters and most of all, loads of Fun! 
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I qw The Movie is all set to hit the 
I Saturn, allowing gamers across the 
I globe to constantly pick Cammy as 
! their character so they can have a 
look at Kylie Minogue's pixilated 
I bum. The sad gets. And indeed, 
that's not the only reason you'd have to be a bit of a 
fool to part with any sum of money for SFTM, 



Hi?»ngg»HgniJli;M'JHwas one of the worst cinema releases 
of the year, reminiscent of M. Hulot's Holiday in its awfulness - 
and M. Hulot's Holiday is French. But that didn't stop Capcom 
from making at least a nnEllHnT.HIiiI.llnMiM' J from it by 
releasing Streetf ighter the Movie arcade game, which was at 
least a little different from its predecessors in the SF2 line. 




rhe ! 



mpla, 



withtt 
in of the cc 



.title is thai 



:oin-op, with the 
meagre new features this would have offered. Oh no. 
it's just a straight port-across of Super Streetfighter 
2 Turbo, but with digitised graphics matted onto the 
unconvincing hand-drawn backgrounds. This means 
you get your Super Combo bar and all the other 
trash* sorry, in-depth gameplay features, you've 
come to expect every time you fork out another sixty 
quid for what's essentially the same game, but 
without the benefit of attractive graphics. 

The other main complaint is the game speed, 
which is far too slow. Not just too slow when you 
start out, but slower still when the screen gets busy. 
For example, if both players fire a projectile weapon 
and one of them tries to jump at the same time 
you've got time to go and make a cup of tea, drink it 
and have a slice of cake before either of you can do 
anything else. 

This is the first time Streetfighter has appeared 
on the Saturn, and hopefully it'll be the last. SFTM 
just illustrates bow redundant the jD beat 'em up 
format is these days, with its random spasmodic 
special moves, lack of strategic depth (unless you 
count revising hundreds of thousands of "interest- 
ing" combos like a real Johnny No-Mates) and crap 
graphics. Virtua Fighter comes free with the Saturn 
You don't need to waste your money on pap like this. 

HADION AUTOMATIC 




Three hit super combo finish? Oh. sorry. It's just that I 
thought it said something else. Something completely 
different. But it doesn't. So, never mind then. Just forget I 
said anything at all, okay? 
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The characters in all their digitised glory. 



I know it looks very similar 
to the movie and 
everything, but PLEASE! 
Even If you are one of the 
sad people who found it 
enjoyable, don't assume 
that you'll glean much 
t from this. 
I much fun at all. 




Lonk. I'm not even going to rise to the wealth of captic 
opportunity that this picture provides. Sorry, we just 
commenting on things like that in this magazine. You'll 
make up youi 



Just too much wandering around.Just too much wandering 
around.Just too much want too much wandering around. Just 
too much wandering around. 





<itt> SEGA SATURN 6_?_ 





■ 














revi e w 




Now that you've had a couple of months to get used to playing next 
generation games, you're probably wondering when you get to play 
the real classics, like ffnTreffllttUllj.WJJ Wpll, unfortunately, 
you're going to have to wait for them for quite a while, but in the 
meantime,! 



there is an alternative.. 




?, Robotica could be the answer 
) every budding blaster's 
| prayers. Released on import 

jughly five months ago, this 
I title enjoyed a limited success in 
Japan, and certainly looked the part 
with its dank, moody graphics and detailed 
texture mapping. However, being official types we 
didn't bother to review the import veision of 
Deadlus (as it was known then), preferring instead 
to wait until it would be on general release in this 
country. Although apart from the name, it has to be 
said that nothing has changed very much from the 
original Japanese version. 

In fart, if we're brutally honest . this game 
remains the same as it ever was - which leaves it as 
little more than a Doom rip off. This is a real shame 
because looks-wise it has everything going for it - 
the texture mapping Is great, and the moody, 
meandering corridors really set the atmosphere of 
the game And. when you first play it, you really get 
the feeling that you're in for a bit of a treat. 

Unfortunately though, the graphics are wasted 
somewhat due to the dull nature of the gameplay. 
Although some pretty mean robots appear from 
time to time, there's not enough of them, and, 
horror of horrors, when you Icil! them there's no 
blood Just a muted little scream Which is all a bit 
disappointing when what you're really expecting is 
some lightning-fast shoot 'em up action with a bit of 
torture and death thrown in for good measure. 

Still, at least half of the no- atmosphere-at-all 
blame can be put down to the game's music. When 
you're wandering around the corridors, there's 
nothing at all to accompany you music- wise, and on 
the occasional section when there is music, it just 
isn't suited to the game. Quite a poor effort when 
you consider the power of the sound chip the Saturn 
has to offer. 

In all, this is a disappointing shoot 'em up 
debut for the Saturn. Although it's not unplayable by 
any means, it lacks any kind of atmosphere and is a 
bit weak in the action department too. Stick with 
Panzer Dragoon for now until something better 
comes along. 



SAM HICKMA 





You may think 
but almost every 



M El 


)0 

Ijl.l ' 


Could there be a really scar 
there Just isn't enough of th 


1 robot lurking behind this door? Probably not - 
im to go round all the levels. 
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No matter what Blue Peter and other such activity-friendly youth programmes may tell you ice 
hockey, like baseball, is EHSBinSIiHEnover here. For one thing our winters supply us only with 
a constant supply of rain. Freezing rain, yes, but sadly not quite chill enough to solidify into the 
ice so desperately needed to facilitate H J.M.r E manilJJ.Mjm U So why the heck are ice hockey 
games so popular here then? 




ut hey, this is Britain, the thriving 
open-hearted corner of the world 
ready to greet new ideas with 3 
cheery welcome. Not for us the petty 
cultural fascism which would have us 
saying "Ice hockey? That's a bit of a 
crap sport. Why can't they play football like every- 
one else?". Anyway, they've programmed the thing 
now, so it's too late to do anything about it. We 
might as well get on with reviewing it. NHL is yet 
another official licence (so the League must be coin- 
ing it in) featuring teams and rosters from real life, 
as well as commentary from two blokes you'd only 
recognise If you were American. 

Playing NHL Is much like playing any of the 
myitifymgly myriad of ice hockey titles on the 
Megadrive Vou take control of one member of your 
chosen team, flicking between characters as the 

puck moves around the rink. The A, 8 
and C buttons are used to pass, 
shoot tackle (with a body block) or dive 
(for whatever reason that is). The 
action is viewed from loads of different 
viewpoints, which includes panning 
camera shots and close-ups. The con- 
trols are, obviously, slidey, and although 
the pace is less than furious it's a very 
hard game. 

What really makes it interesting 
are the reams of options. Replays, 
rosters, custom teams made out of 
customised players.each with numer- 
ous abilities, more stats than you could 
shake a stick at and loads of in-game 
and play options. I could spend hours 
just listing them, let alone exploring 
them. Therefore, it remains for us to 
give our considered opinion. It's not 
going to be everyone's cup of tea, 
because not everyone is thrilled by ice 
hockey anyway. But if you liked NHLPA or even Slap 
Shot and you're a fan of American-sport-style option 
frenzies this is definitely enough to tide you over 
until EA's NHL title hits the shelves next year. 
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hile physically challenged in 
everyday life, it teem; at though 
Rayman really comes Into hit own 
when faced with a good old fantasy 
platformer. 

It's a bit unfortunate though, 
breaks the very first rule in platforming 



l: he doesn't Ic 



inything like 



that 



should be looked up to. In fart, he's more likely to trip 
over his own feet on the way to the shops than 
fescue a fail princess or collect one hundred rings in 
under a minute. Still, I suppose you can't really hold 

I^L ^"V. have his talents - it's just 

^^^^^^^BRfcQ^ deeper to find them. 
^P^L In 

£ % havetodigreallydeep. 

^^^^^^^ £ Although Rayman at first 

l^^^HT §._i_^0f platforming affair- every- 

W ^^^r thing works just fine and at 

- ^ u_~._..-n findyourself 

having a bit of fun - it 
becomes tedious 

ther quickly Mow, 
lis isn't the fault 

of bad programming - it goes deeper than that. It's 
the fault of the game designers who decided to build 
infinite levels of exactly the same gameplay and then 
tried to hide it by adding various weapons and mak- 
ing some of the levels really, really, difficult So. 
times, you'll amble through a stage releasing elec 
toons willy -nilly and find yourself having rather 
jolly time doing it. and other times you'll 
be swearing like a trooper and vowir 
never to pick up another platformer 
long as you live. 

This isallabitofashamereall 
because the graphics have had a lot 
of effort put into them - and there's 
plenty of variety in between stages 
too. In fact, if you were just watch- 
ing somebody else playing the 
game you could be easil) 
fooled into thinking this 
the best thing to appear 
the Saturn for quite som 

it's a bittoodull a bit tot 
often, and at times, it's ji 
plain irritating and 
damned difficult. For peo 
pie whojust want something / 
(and I mean nice] to play though, 
could bejust the ticket. 

SAM HICKMAN 



dayman 

So far, the Saturn hasn't been subjected to UilJ.iH-U.H 
iani»niiia« that made their way on to the Megadrive. But 
even though quality games such as Bug have appeared on the 
format, it still has to find itself a real hero likeE riCTWrifcfflnra 
But there are a few contenders in the offing, and IHTOniW 
QSSDED reckons he has a good a chance as any. 
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ecent quality sports 



There is absolutely no doubt that 
3SBSESSBS probably sold as many Megadrives as Sonic the 
Hedgehog. It's also pretty obvious that Sega are attempting to 
3 by producing a whole host of Wu Uimvii 
. The first attempt, Victory Goal, 
im.7?r777T but was very simplistic in terms of gameplay. Now 

—mm 



boost Saturn sales 



ookmg 32-bit sports sim 




pon loading up the game, It is dear 
to see a great deal of effort has gone 
into the presentation. There's the 
obligatory full-motion video 
sequence, which does a good job of 
setting up the atmosphere with its 
n Crap hits -sou reed activities. This 
1 extends Into the game itself, where 



excellent Sil 

a vast plethi 
Just about every kind of baseball 
match can be played out, from 
exhibition matches through to all- 
sat challenges and playoffs. It's 
clear that the American 
preoccupation for stats has been 
well catered for, with an entire 
range of data stored for each 
Individual team {and there's a 
Database system for you to look it 

Going into the game, proper 

amount of effort has been 
ig from the 
ers. An array of 
selectable* await, including the 
opportunity to play a day or night 
game and there are even four 
different stadiums to choose from 
This Is all very impressive, so it's a 
pleasure to say that the same 
quality is evident in the gameplay. 

Don't get me wrong - if 
you've played a baseball game on 
16-bit. the actual 



the game's jjD-ness as much as they can - hence the 
plethora of replays and camera angles. It would seem 
that the Sega Sports brand have actually caught up 
with Electronic Arts - for this title at least. The basic 
fact of the matter is that World Series Baseball on 
the whole looks impressive. True, there are no 
surprises in the gameplay. but at least it is as good to 
play as the best Megadrive examples of the genre 
(Victory Goal - hang your head in 



for; 1 :, 
progr 



Identl 



all) 



i) a very 



smooth, v 



icely presented 3D 

ipressive - but thi 
of the gameplay 
at all. This 
probably isn't the fault of the 
developers. After all. historica 
speaking, all baseball games 
virtually identical no matter v 
system they are on. 

But the thing is, despite the 
feeling that you've played this game before (and you 
probably have in some shape or form], there is no 
getting around the fact that World Series Baseball is 
most enjoyable - particularly in a two-player contest. 
There are no grumbles about the gameplay, and the 
batting (often the most frustrating feature in such a 
game as this) is good. 

The developers have also been keen to exploit 




n fact, c 



nlnd 



disappointment 
when playing this game. First is 
the graphical qualities of the 
players themselves. Great effort 
has gone into making an excellent 
3D stadium, and this effort seems 
let down when you look at the lack 
of animation on the players, the 
strange poses and the below- 
average sprites in general. Some 
3D polygon characters with Virtua 
Fighter- style motion capture 
certainly wouldn't have gone 



The it 



dis. 



appointment 
lity of the PAL 
i. For all its faults. Victory 
Goal did feature a full-screen, full- 
speed display but there's none of 
this with Baseball -expect to take 
the last train to letterbox central 
with this release. 

In terms of whether the 
game is actually worth the 
financial outlay, it's a bit of a 
tough decision. Although mildly 
diverting, World Series Baseball is 
by concept quite a limited game. 
Mastering pitching, fielding and 
batting is extremely easy which 
limits any solo-player action (and 
the fielding is an unentertaining in 
one-player mode as it is in any 
baseball game) and the game only 
really becomes a worthwhile 



experience if you have a frier 
otherwise) about for a bit of dual-player action 
If you are one of the very few people who 
a Saturn and is looking for some baseballing ac 
would recommend this to you with no hesitatii 
whatsoever. However, I think the rest of us coul 
probably manage quite well enough without it 

RICHARD LEADBETTER 



d lot 



Side Rrt 




Although World Series baseball plays really well, It offors 
nothing now to the genre. 
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lings, but I reck- 
istallment of the 
in it, and you 
at his big pointy 
as a 
louse, and you 
d attack your 
visitors with his extended blade-like arms. 



he thing with Baraka is that, like 
dolphins, his grinning visage suggests 
that he's always in a cheery m 
unlike the other rather dour-faced 
participants in the tournament. But 
Kombat i was the gam< 
to introduce comedy to the beat 'em up scene, with 
its Babalities and Friendships - antidotes to the 
doom-laden gorefests whicl 
i Fatalities. 

as also the game which improved 11 
ited Kombateering. the controls w 

movement smoother and U 
whole thing controllable. As a 
takings for the original, spawned the most successful 
arcade conversions ever and acted as the impetus fof 

igly worthwhile 
ignoring the pleas of its younger offspring, the all- 
new Mortal Kombat 3. like some kind of sad drunken 
relative at a family gathering, staggering around the 
floor, showing off Kung Lao hat Fatalities and stam- 
used to do it in the old days". 
And do we begrudge its appeara; 

ultra-new? Why of course no 
because despite not being the most up-to-date 
Kombat it's still the most fun - and the or 
people will be familiar with. And. while it's not quite 
up there with Virtua Fighter as far as technical 

I. this arcade -perfect 
supremely playable beat em up 
Mortal Kombat 2 pretty much makes your pur- 
ng decision far you. If you're sitting there think- 
3oh, I like Mortal Kombat, I hope this is a good 
doubtful you could be in any way disap- 
pointed. You'll know if you want it, And if you do 
than advised to rush out and buy the 
: it. Jaded gamesters 
suffering from over-exposure might have difficulty 
dealing with Mortal 2 without blanching, but happy- 
go-lucky fluffy bunny gamers who believe in fairies 
ial goodness in mankind will love it. 
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The new home cinema... 




... read all about it in the November edition of 
Pc Review. Comes with two high-density disKs or 
one CD with up to 28 demos and games and 
money-saving programs. 



The best magazine for the home PC owner. 

On sale 1 Sth October. 
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jork recently referred to football as 

B'a glorified mating ritual'. Idiot. A 
ropey singer from Iceland, a country 
which is, co Incidentally, less than 
useless when It comes to the golden 
game, what the hell does she know? 
All It would take to make her unstand the real 
meaning of the game, if she didn't fancy spending a 
couple of hours watching the Arsenal at work, is one 
go of this, the undisputed god of football games, 
and she'd be a scarf- wearing, pint-drinking, full-on 
football nut for life. 

That's not an exaggeration. Superstar Soccer is 
the game that kept SNES software at number one 
last Christmas and is set to do the same with the 
Megadrivethis yule. You can forget your FIFAs and 
stick your Strikers, this kicks them right into touch, 
pops round their house, raids their 'fridge and 
spends the night sat in front of their telly eating 
popcorn and wearing their slippers. 

Apart from being the best looking 16-bit 
football game, Superstar Soccer is also the most real- 
istic. There'll never be a game that can 
replace pulling on a pair of boots and 
kicking the hell out of a lump of 
leather, but this the closest yet. 

Every kind of footballing move 
you could hope to see in a game is 
featured - from diving headers and 
overhead kicks to delicate flicks and 
chips. The control system is highly 
intuitive, and after a couple of hours 
playing you're able to produce some 
fantastic-looking footy. That doesn't 
mean the game's a doddle to play, 
though. There's a huge array of inter- 
national sides to take on in several 
tournaments, and unless you get your 
tactics spot-on you'll never make it 
through to the final. 

One of the game's many 
excellent touches is the inclusion of 
several famous faces in the bigger 
sides. Italy, for example, have Roberto 
Baggio and Fabrizio Ravenelli in the 
squad - both of whom are instantly 
recognisable on the pitch, it's small, 
almost unnecessary features like these 
which bolster the game even further 
and putyou firmly in football heaven. 

Even if you've never owned a 
football game, you should still keep an 
eye out for the up-coming review. 
Nobody in this country gave a monkey's about 
American football games until John Madden s came 
out, and this game has that similar effect- it's just 
so much fun to play. And it's proper football as well. 

If it sounds like we're just a little bit excited by 
this game, then you've got the wrong impression. 
We're totally excited by this. Watch out for it, it's 
going to be good. 
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hupersfor 

If ever there was a reason to buy a second-hand SNES on the 
cheap it was International Superstar Soccer. Lauded by almost 
everyone as the greatest football game ever, you no longer 
have to risk selling out to Nintendo because Konami have 
finally produced a Megadrive conversion. 
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ie of the creators of this game, David 
I Braben, went on to spend the rest of 
the Eighties working on Elite II. Just 
s epic, for the just as laughable 
■miga, Now In the Nineties, he has 
1 turned his attention to the jaX, and 
takable elements of his past triumphs 
Into the si ripped -down form of Darxide. In this 
unusual shoot 'em up the emphasis Is on quick 
reactions and maximum firepower. 

PI aye rs control a split-wing fighter, viewed 
from a chase position, and centred in a stylish 
series of oval instrument panels, The deep-space 
environment of the game's n levels feature a series 
of asteroids, which harbour various mining opera- 
tions, protected by a vicious series of defenses. 
Simple — eliminate the defenses, annihilate the 
asteroids and get home in time for tea and biscuits. 

The errant moons have been deliberately sent 
by an alien race who want to have sole control of 
the mining operations, and have even hollowed out 
some spare asteroids as bases for their flying 
saucers. Destroying these with your auto -targeting 
weapon releases the full force of enemy hardware 
On other outposts, the asteroid's demise merely 
results in the death screams of the colonists 
echoing over your intercom as they plunge into 
space Serves them right. 

The game's objectives are more focused than 
any previous Braben game and. although the later 
levels feature new power ups and extra gameplay 
elements thrown into the mix, it's essentially a 
reaction-testing blaster. This is not to say the game 
is not pushing the 32X hardware, as these stunning 
screenshots show. All the spinning asteroids are 
fully texture-mapped, and the 3-D update is superb. 
Sound is depth-cued so the full effect of explosions 
matches with the visuals. The team's aim is also to 
have a honey-voiced computer in the final build, 
who offers statistics in true sci-fi movie style. 

The work on Darxide to this date has been 
assembling the game engine — entirely new — and 
setting the agenda for each level. The final few 
months of programming will concentrate on adding 
the various gamepiay features and grooming the 
inertial control further. Expect to see Darxide 
surfacing sometime on the other side of Christmas. 




Darxlda'i graphics are amongst some of the bait yet » 
tha 32X - they're totally amazing. 
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Video games are not, as you might think, a force patronised by 
sad nostalgics. But you'd be surprised at how many reminisce 
about the great games of the past, and how they were around 
to see them. And the very Woodstock of gaming has to be Elite; 
the grandiose and epic space trading and combat simulator. 




Here's your problem, What's In tha asteroid? Colonists 
aliens? The only way to find out le by attacking It. 



It' 1 essential to trick down the power- ups, especially or 
later levels which are going to be dead tough. 





Here nt SEGP. IMP GRIME, we often receive desperate colls (mm near suicidal individuals. However, solvation is at hand. Hs a service to our noble and beloved readership, 
uie give vou the opportunity to ratal up an those issues that vou might have missed The price? £4.95 per issue for UK residents, £5.95 for "overseas". 
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And there we were, sitting around wailing for 
title on Saturn, when Virgin suddenly storm 
in with this superb 16- 







er In their less gl; 
I Derbyshire surroundings, Eurocom 
j have kept the 16-bit side up by 
I producing a multi-level adventure 
I that transcends the normal action of 
1 platform games. Isometric games are 
notoriously hard to realise, as the practical problems 
of mapping three-dimensions of movement and 
position are a huge strain on the Megadrive's CPU. 

It has been remarkably achieved here, though, 
with extravagant graphics and animation thrown in 
for good measure. Cool Spot is set free in iz movie 
inspired worlds, looking for the scattered spots that 
will free him from his movie hell In the initial pirate 
world, things start simply enough, with a stroll on a 
ship's deck and a dip in the ocean, but things soon 
diversify into puzzle gameplay once you enter the 
secret-strewn haunted house and Pumpkin castle 
Few popular genres are missed out. and the 
cheeky use of some familiar sprites and back- 
grounds — Tron and Terminator are definitely 
parodied for starters — makes the game the 
colourful and enjoyable jaunt it is. As well as a 
constantly changing feast for the eyes, the change 
of pace and gamestyle really spoils the player, with 
the added freedom to select levels in any order with- 
in each world. The programmers have had great fun 
(and made the game fun in the process) adding 
secret passages at every stage, and even sub-games 
Although things are never quite taxing enough 
for the hardened gamer fraternity, and the enemy 
count is sometimes low — which reflects some pro- 
gramming restrictions — Cool Spot has to stand out 
as one of theyear's real Megadrive blockbusters, 
which will certainly outshine anything else within 
the same field this Christmas. 

SAM HICKMAN ^ 
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Virgin and developers Eurocom prove both that there's still life in 
platform games yet, and that licensed characters don't always front 
poor product. Cool Spot goes to Hollywood is the fruit of two years 
development, starting from a basic idea of an isometric platformer 
from the Virgin producers, who have also been busy concentrating 
on the Saturn version in California. 
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What Vectorman lacks in inspiring scenario or originality, it 
more than compensates for in enthusiasm and game 'feel'. Blue 
Sky's programming shows just how far the Megadrive can take 
the genre of platform shooter, when the payability is kept 
central to the endeavour. 




| ectorman — a disjointed, metallic 
and frankly unlikely robotic hero, 

ve mankind from 
ecological despair and a nightmare 
I future dominated by its own 
I mechanical creations. As even the 
toasters rebel and the pie-making cyborg death 
police take to the streets, Vectorman is one of the 
few reliable machines left. 

He traverses countless sombre levels packed 
with laser-spitting sentinels, in a game that man- 
ages to maintain a distinct visual style, making It 
one of the most unusual Megadrive titles of the 
year. The action is always to the fore with barely a 
pause between entry and exit point, and plenty of 
opportunity for Vectorman to 'tool up' via the 
spinning television sets housing the game's many 
extra weapons. 

These are impressive, both in their imaginative- 
ness and their Impact, as showers of sparks connect 
with enemies to create thunderous explosions. As 
well as weapons, extra powers enable Vectorman to 
morph into different machines. The game gives the 
player freedom to experiment with these to find 
hidden areas and the less accessible bonuses. 

A fair portion of the game departs from the 
usual platform formula, with levels set on a bizarre 
scrolling bamboo table, or a single train track sus- 
pended above green fields, with Vectorman in con- 
trol of a locomotive. In the latter, a grotesque cyborg 
with huge hands appears from below, attempting to 

It is not just these sections which make the 
game a success, it's the time that's been spent on 
making the main character so responsive, and the 
impressive pacing of the game that keeps the player 
engaged despite some weaker stages. 

Vectorman has a stylishness that shows up 
many flashier, licensed games that have been 
designed with less attention to gameptay, and 
despite any obvious original thinking, it's a powerful 
sum of parts that any shoot 'em up fan should own. 

__ — & 

GUS SUAN 



Graphics maketh not a gams? Ily chin. Vectorman, whilst stunningly playable 
wouldn't be half a> good if it weren't for the incredible visuals. 
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Marsupilami means nothing 
to us Brits, but apparently this 
Disney animated character is 
popular in France. But the 
lemur-like star of this puzzle 
game will have an uphill 
struggle making an impact 
with Megadrive owners here. 




j he basis of the gai 
| the character. It's Sega's first out- 
I and-out Lemmings clone. s< 
I two dozen horizontally sere 
I levels. Marsupilami escorts 
I agile elephant friend, 
escape bid from his circus trainer captor. Taking 
Bonelli from each entry to exit point means he has 
to negotiate natural hazards and deliberate traps, 
both of which he is Ill-equipped to deal with. 

n. and the crux of tbegameplay. is 
arsupilami's flexible tail By collecting action 
hich then appear in a strip along the top of the 
reen. Marsupilami can form stairs, a winch and 
is other contraptions with his tail to help his 
elephantine chum through Should the pachyderm 
wander away the penalties are harsh, as a strict time 
limit Is Imposed, and the trainer is never far behind. 

This forms the secondary element of gameplay 
— timing. Certain enticements, like fruit pieces. o< 
the lash of Marsupilami'stail. help goad Bonelli. but 
even so the game is dangerously frustrating from the 
outset. This sharp, unforgiving difficulty curve is ill at 
ease with the cheerful, simplistic graphics and 
cartoon characters. The action starts In a circus 
environment, with clowns and jugglers, but the 
scenery changes frequently. 

The actual content of each level isn't too 
complex, and often a hummingbird character. 
Tignass, flies past with unsubtle hints of your next 
move. The ideas come easily, it's the application of 
them that's hard. Marsupilami is undoubtedly aimed 
at the young, but there'll be plenty of tears before 
bedtime after many fruitless attempts to get to grips 
with the control system, and deal with the rigours of 
the clock. 

It's a pity, as this marrs an otherwise refreshing 
and well-produced game that fills a niche in the 
market for arcade puzzlers. Older players who 
appreciate Lemmings and games of that ilk should 
try not to be put-off by the styling, and go for this 
year's premier scalp-exerdser. 

SAM HICKMAN 4S 
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PRICE! CHOICE! QUALITY! SERVICE! 



These have made us one ol the largest suppliers 
of computer & video games in the country today! 
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EXTRA FAST DELIVERY. 3-3 WORKING DAYS 
ON STOCK TEMS. |F1EASE AUOW 7 DAYS 
FOR CLEARANCE IF SENDING A CHEQUE. 



AIL GOODS APE FUliY GUARANTEED. IF 
ANY ITEM DOESN'T WORK AS IT 
SHOULD. WE'LL REPLACE IT IMMEDIATELY 
AT NO COST TO YOU. 

1000'S OF TITLES AVAILABLE. IF YOU 
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For Micro Machines '96 we've jam packed an For even more madness, use the all new 

amazing 65 manic courses into the wildest and Construction Kit to set up custom courses, 

weirdest regions of the Micro Machines house. and save 'em with the battery back-up. 

And it's on J-Cart, so a bedroom-busting eight Micro Machines '96 is guaranteed to stop you i 



players can dice it up on the craziest turbo 



your tracks. And that's a racing certainty. 



Code masters 




Our goal is to try and preserve classic videogame magazines 
from years gone by before they are lost forever. 

Thanks goes out to all the people who make this possible. 
From the original editors and writers, 
to everyone involved in acquiring and digitizing these magazines. 



People interested in helping us out, in whatever way possible. 
Either by donating classic magazines, scanning, editing or distributing them, 
visit us at http://www.retromags.com 



We are only interested in preserving classic magazines 
that are at least 5 years out of print. 

We have no desire or intention to profit from these in any way. 
So please, if you come across people trying to sell these releases, don't support them! 



Thank You and ENJOY! 



